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The evfl little tyrant is here. 
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we could stuff in a bag. including: Syphon 
Filter. Wild 9. Mntn Racer 2. Madden NFL 99 and more... 
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After all of the controversy, we've removed the porn. Now you can say 
you read the magazine "just for the articles" and mean it! 

port:> p78 

Square’s Actinn/RPG Snugaki comes to life — only in Japan! 
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- Now that E3 has come and gone, most developers have returned to the business of finishing up 
the games they were exhibiting at the show. While there is a a bit of a lull that has fallen over 
the video game industry, it’s only the typical "quiet before tbe storm”. Tbe 3rd and 4th Quarters 
this year will be host tn an unbelievable amount of new PlayStation games, pushing the 
current library tn well over GDD titles that will be available to consumers by Christmas. While 
this is sure to put a smile Dn game-hungry kids (and adults) worldwide, a lot of video game 
publishers and developers have been grumbling a bit. with the complaint that it’s becoming 
increasingly tougher and tougher tn show a profit off of their PlayStation products. Their 
reasoning: because their product isn’t getting noticed or selling that well with so many PS titles 
out there — it’s only the Tomb Raiders, Resident Evils, Crash Bandicoots and Tekkens that bring 
in the big numbers. Sure, we agree that sometimes it’s hard to be seen when you’re in tbe middle 
of a crowd, but instead of blaming others for allowing so many games to be pumped through 
tbe pipeline, perhaps they should take a look at what they're peddling. There is a reason 
games such as the aforementioned titles sell so well... because they excel in just about every 
aspect. I feel it should be up to tbe publishers and developers to monitor their own titles and 
not release sub-par products. They should strive to make every game a unique and exciting 
experience, instead of slapping on a movie license or producing a shoddy clone nf an already- 
popular title. If anything, a competitive market such as this should cause the creative juices 
to start flowing and make developers go the extra mile to deliver something truly memorable 
— and bankable. 

~ Now that I’ve come down off my soapbox, here's tbe lowdown Dn the issue in your hands: For 
starters, we’ve got the cover feature on Eidos Ninja. If you’ve been playing games for as long 
as we have, you'll dig the classic gaming elements combined with Core’s 3D technology. 
Moving on, we've focused our Exclusive sights this month on Tomb Raider III, Fifth Element and 
Croc II. In addition, there's plenty of previews and reviews, including Syphon Filter and Colony 
Wars: Vengeance (previewed) and NFL Xtreme, Turbo Prop Racing and MK4 (reviewed). 

hope you enjoy the issue, and well see you in thirty. GREG 
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Lightning never strikes 
the same place twice. 
Unless, of course, 
yon work on yonraim. 
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What are you 
waiting for? 

See all that 
Lara has to offer. 

> Complete your 

collection today. 
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Finally l would like to ask you how 
l could get the job that you guys are 
blessed with when 1 grow older. Well, 
thanks foij your time. 


public 0pini<!?n 


1 have really enjoyed the retro games In y< 


that have been released, but failed to 
find one of my favorites — Spac 
Sincerely, Invaders. Any word of a release o 
Chris Walker expected release date? 




ue, you gave the 


You ’ll do anything we ask?? Don ’t 
be making promises you can ’t keep 
now, little buddy. What if we asked 

Atomic Wedge and run around school 
at lunch, screaming “l have wet my 
shorts and my butt is on fire!”? (Of 
course, you’d need to have a friend 
video tape the event and send it to 
us for proof). 

As far as getting jobs like ours... not 
likely. Nobody gets hired doing what 
we do, you have to make your own 
job. Start your own company. Just 
don’t try to compete with us. 


Dear PSExtreme, 


Here we go again. I’m still reading all 
i this stuff about PlayStation 2 again. 
It seems the “other” magazines can’t 
help thepiselves and continue to 
spread rumors. Hopefully, you will 
be able to shed some TRUTH on the 
subject. What’s the story? The last 
thing 1 need is to buy more hardware’ 


ASCII Grip controller a Sjlvew rating, 
saying, “l wouldn’t recommend using 
the Grip for action or fighting games”, 
but one of the prizes for the best code 
was “The Grip”. Is that two-facei' 


Sadly, no word, sorry. The last remake quc 
of Space Invaders was for the ready? 
TurboGrafx (or was it the SNES?). 

It’d be great to see someone take the 
Space Invaders gameplay and use 
some creativity and imagination to 
come up with something realty cook 


, ,11 

Other than that, you guys do a kncick- 
up job. Now for the ’most important ' 

y ou ; 

1. Could you do a Soutl^Park game' 

' " ' "" " ill i 


Dear PSExtreme, 


2. How come the sky. is 

3. Do my teachers have a conspiracy 

going on about me? » A 

That’s enough head-biting from me. jj 

ana 


as though the « 


Derek Ct^ma 


P.S. Why did you have to diss Punky 
hard earned dollars Skunk like that? I thought it was y4ry/i 
‘™ r ' ' original and offered many Ijoursofy 


throwing away < 

once again! (32x, Sega CD, Saturn... 

Have you guys seen Dreamcast (What fine gar 
genius came up with the name?), 
what do you think? Is this going 1 


* 


hat do you think? Is this going to be Derek, you nutty, nutty boy. You’re j 
nother big, klunky, underpowered so nutty! We love that!' * \): !j 


ack box, or has Sega finally turned ASCII sponsors 01 


af and m, 
sleek, powerfull and inexpensive?? 
Sony worried? 


srely. 


Groton, CT Yes, a 


is they give us the prizes to give" 
away and we put their logo in \thd 
section. Our rating of the Grip just 
proves that we won’t be kissing 
ASCII’s butt just lor sponsoring our 
section. On to the questions. 0 
1. For you, anything. Check back ini 


The truth is that there is no truth. 
Nothing about the “PlayStation 2” 
has been finalized. It can’t be. Sony 

with another system. The PlayStation 
is the most popular video game system 
on Earth, right now. We are living in 
the golden age and we’d be smarter 
to enjoy it than to worry about what 
will come nest. As far as all the specs 
you’ve read about the PS2 in other 
W mags, it’s all self-serving bunk. 

Technology moves at such a rapid 
1 pace that it’s impossible to finalize 
| anything when a launch is so far off. 


Katana (old name) develop i 


2. It’s something the Chickens haridle. 

We don’t ask questions. r. j 

3. If they’re actually teaching you 


While there are certainly some stuff, then yes, it’s likely that they’re 


squat if you can’t get the best games 
out of it. look at NEC with the TG- 
16. Kicked the NES’s booty hardware- 
wise. Still flopped. Look at Atari with 
the Lynx and Sega with the 
GameGear. Years ahead of the 
GameBoy. Holy hairy humanoids! 
They had color and they still got 
creamed by the GameBoy! 


nspiring to get you out of their, 
school and into somebody else’s, via, 
graduation. Otherwise, they like you 
and want to keep you. /; r, 


Address all Mil to : 1 
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'[NNOvatiVE owd chaLLENqiNg gaiYIES 
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After the Coin Toss, Anything Goes .™ 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc.NFL is a registered trademark of the---, 

licensed product of the NFL Players and NFL Properties. The NFL shield design is a registered trademark of the National Football League.Team names, nicknames, logos and 
other indicia are trademarks of the teams indicated. TMA© 1998 NFLP. Players Inc logo is an official trademark of the NFL Players. © 1998 Players Inc. Developed by Sony Interactive 
Studios America. After The Coin Toss, Anything Goes is a trademark of Sony Computer Entertainment America Inc. © 1998 Sony Computer Entertainme"* A —r“ 






10 BEST SELLING PLAYSTATION TITLES 
RANKED ON UNIT SALES 
MAY, 1998 
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Tekken 3 Gran Turisma Need for Speed III Triple Play 99 MLB 99 
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1 ADDICTIVE TWO-pLATER 1 


OUT THINK. OUT MANEUVER. OUT LIVE. 










Vigilante 8 


Need for Speed 3: Hot 

AND WIN BIG PRIZES! | Pursuit Bin F.R.E.A.K.S. 


«i: Wft-TiS »\ rvt 


Triple Play '99 

































A special thanks goes out to 
Eli Riche for sending in his 
bag’o’codes... ya didn’t win 
this time buddy but keep’em 


Theme Hospital 


EXECUTE 

Dimension Publishing 
1175 Chess Drive, Suite E 
Poster City, CA 94404 






















could you thread the needle 
with three guys trying to 
hack you down? 


would you shoot more' 
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Since the launch of the PlayStation back in September of '95. gamers have been confined tn the bare 
A.B.C's of controllers... that is. until now. Flash forward tn 1998. where ASCIIWARE. a leading- g 
edge developer of peripherals and software, is about to revolutionize the controller market " 
with the introduction of their newest hardware addition — the ASCII Sphere 3B"" 

What's so special about this controller? Well, a whole lot actually. Right off the 
bat. you can tell, just by glancing at the Sphere, that it doesn't look like 
any PlayStation controller you've ever seen before. (For those familiar 
with the PC. does the SpaceOrb ring a bell?). The Sphere features a ball sitting atop the controller L 
that will allow players a full six degrees of freedom. What does that mean to you and me? 1 
Basically, instead of having to think D-pad left and LI to circle/strafe around enemy, you just t 
twist the ball left and pull it a little bit to the left — it's that easy. It definitely makes controlling 
a lot more intuitive. It helps to think of the ball as your head, where to walk forward you push 
forward, strafe left you push left, look up you twist it up. etc... 

As for control, this unit simulates the analog mode and it will work with just about every 
game in your PlayStation library. It has nine different selectable modes where different j 
button pushes have been configured to the ball. For example, if you are playing Tomb Raider, 
you can use a mode that has the LI and Rl button applied to the ball — allowing yo 
use the sphere instead of hitting the buttons. It also has modes that simulate the Ne 
and Sony's Dual Analog controller (not the Dual Shock). 

In addition to configuring the Sphere to just about any PlayStation game you already own, \ 
new games have already been programmed and optimized for the new controller. This means 
that there will be more than a few titles that will have native support right out of the gate. Thus ’ 

1 far. those titles are MDK and Forsaken, with future games including Midway’s Stunt RC Copter 
and NFL Blitz. 

As you can see. there will be a wide variety of titles that are able to support the Sphere, so it I 
will not be one of those specialty controllers that you will get and then it sits on your shelf collecting I 
dust. As the controller continues to gain support from such developers as Shiny. Acclaim and I 
Midway, there definitely looks to be a huge potential for this new controller. Even David 1 
Perry, industry notable-quotable and President Df Shiny Entertainment, has been * 

) quoted as saying. "The 'Ascii Sphere 3B0 - ' is a very important step in 
total 3-Dimensional freedom.” 

^Another thing that might stand out about the controller is its six button front ^ 

layout. It looks to have a great feel, with the L buttons located on / 
the front of the pad — even 2-D games like Street Fighter (. 
xY may benefit from the Sphere. And. just in case the ball 
^ isn't going tn work for your game, you can always use the D-pad — 

^ ^ seems like ASCII didn't leave nut a thing in designing this co 

.At this point, nur only concern with the Sphere may be the learning 
curve. It definitely isn't going tn be something that you can just sit 
b down and start kicking butt with. But. we have been assured that 
1 the unit will come with a demo disk to help gamers get the hang 
I of using a 3D controller — clearly a good thing. Look for a full 
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handy. Korben: 


unlocking doors, turning ( 
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Well Don 
Soldier 







tidbits of information, regarding tf- 
any enhancements that are being r 
told that the sequel will be runnii 
































' YOU/THE DEVELOPERS HAD 
3IONED WHEN FIRST STARTING OU’ 


SETH: OUR GOAL IS TO BRING THE CLASS 
GAME INTO THE '90'S — AND THEN SOME. 
rHE KEY TO THIS IS PHYSICS AND 
3AMEPLAY. ALSO, WE ARE CREATING A VE 
ADVANCED MODULAR ENGINE. 


-’SEX' CAN YOl 
EXPLANATION 
T DIFFERS FRC 
S THE GAME P 
HOW CLOSE Al 


GIVE OUR READERS A BRIEI 
F THE GAMEPLAY AND HOW 
/I THE ORIGINAL ASTEROIDS 
AYED OUT IN 3D SPACE? 

: YOU STICKING TO THE 


Y TO THE ORIGINAL IS THE 
E ORIGINALLY EXPERIMENTED 
1ST PERSON POINT OF VIEW, 

I NOT ASTEROIDS. WE ARE 
3E TRUE TO THE ORIGINAL. SC 
HAVE INTRODUCED SPATIAL 



EXCERPT • Page 35 



GAME OVER 










irijef: shadow 6f the £>aridi,ess,/ 
ha^Defiri talkedriaboutprid1 
shown;iri die pat^s of varpusgpming ) 
pub^ for w^lfover tjears^ During \ 

in & ti roe, thegamp-M^^ifadie^ 
platforms (tj6s, like Gofc/n.0pa^ 
fighting Ppre^-, it was, originally 
planned for release on the now 
derun&Satupilan^ gqrie f hroudi^ 
many T^aks and evolutions. 
Although, the cfetelqpers'at (Jfcf 
ba^ed'Obrq pepg^tp.,foverilost 
sighfof tn^ff. main goal, which was J 
to make an arcade-style, 3D 
a^pn/adyenturethatpaid homage 
dassicyideO^^es as Ghdu|s ' 
arid Ghpst^T&nja Gaiden/gnalf^t/; 
and 5hinohi, while maintaining its 
oWnprignajity^ 1&y all account ^,4 
they^V^ defiriit^ly succeeded; and | 
have made^n a^br^pacl^ed \yras$er/< 
fetls d^pe^al effects^' 

graphicaI detallsPnd^efo^som^/ 
piizzl^ ^(ng ,f 

The first thingyou should know 4 
abc^it Ninja is that it’s riot a Tomb 
Raider clone. Awhile it is in 3D and 
displat^lfna 3rid~per5ori penspri&e 
similar to thatpf the adventures pf^ 
the buxom Ms. Croft, Ninja is more 
alzPi^wfornptT^and'a stompiriand 
Jess at^it explpr^ffob a/idpuzzle- 7 







/^solving. while^there is some mild puzzle 
solving gping on, most of it involves finding 
a keyfnopen a g3te or uncovering hidden'' 
g. treasure chests. One example ofia more, 
difficult puizle is <?n the Monastery leyd; 

; wh^re you ha^dto figure Out that the 
closed Wndows tfirou^TOuttfce level have 
to b6 shot open with your throwing stars 
pin pj^ler to let the moon-Jighifcq,m^ / 
throd^whi^j in tum^activates the end 
/<?f levelpdrtal. Like! said, nothing too 
taxing — you need to keep your mind 
and sharpened,sMI#dn the action'at- 


heat ‘em-ups Jn any given level you will } 

enemies who/ofi course^wilhsftjp, at : 

^liodtrn^to^lfyou. Eventdaijy ^you’II 
encounter an end-ofdevel boss who, 
%ih,islodkinlforsptnegapAMirja' 
meat.pncerheaten, it’s on to the next j 
locale and the ne*j/set,of baddies, while 
the ^me isdisplayed in 3D, i^s desigped J 

mpreppecifi<;a 11 yjrq keepy od^i^oving ' 
toward tfipend ohthe leveliThe.camera | 

and per^ectfvejs pre-scripted to show 
youjas much pfi^he, el^ijpnment as ^ 
I possible, while keepingtjouinfhe thick. | 

• .pbthpaction —^wiich there js plentyob * 

Itse^ms that our Ninja has made enemies 
with just about everyone he encddnters | 

(evert thelocal wildlife). Lucldt), he’s well- j jj 

'jura i ^<hM?4^^^^rtsandhas,a n 
impresskfe arsenal of moves at his disposal. 




PM 1 ; i 



In addition to hand-to-hand combat, 
there are a variety.of weapons he 
can Wield from time to.time, such as 
axes, Swords and the, occasional 
nunchakas. And like Shinobi, he also v 
his ah unlimited suppIy^tjltoWng. 
s stars (which can be powered up) 
7 fhat combin' handy Nn .sticky 
situations. BeyoncCa}) that, thefainja 
his;a special set of devastating 
mages that he can unleash which will 
clause missive damage to anybody, 
caught in its perimeter. And, if all else 
fails, there's always^he .smoke bomb % 
which, wheh'iltilized, will send him 
back to the last checkpoint and well 
out ofthe wayohdariger., ? 


notch. While the gamfe might have 
started its life.on the Saturn, the 
graphical effects are,.for the most 
part/RlayStatiori'TSpbcific.Therdis 
transparent, runningwater, amazing 
lightsourcfng/ brilliant flashespf 
jj? ■ lightning and a multitude pfspecial v , 
^ effects. In ^aoditi&n, the 
> » >& develbpers bave^.gpne^ to 
painstaking means to give the 
player a believable inhabited 
■B environment, with such graphical 
■I touches as squirrels scurrying 
up trees or rabbits hoppingout 
Jfofyourway. fWtime to time 
you$l stumble ontp^avgroup 
enemies that might be hangingout 
roastingtheir dinner Pn a spit over 
hfire. it’s little details such as these 
that make a gdodgamegr^t. 
cine.n^ic Cut-scenes between levels ■ 










are all played'but Usingthe same in-game g[aphips>' 
* This not only cuts down loading times but maintains 
' tjie.specific look and feel of tbe game throughout. 
The next cpupfeof months will be the most important 
for Ninja. At this time, it is still being worked on, (the 
gamp we are playing is abqijt 60 % complete) and 
^ there still may become changes to thegaphics and 
gameplay. The final product is due to ship sometime 
this September, and from’the experience we’ve had 
SO far, Ninja: Shadow of Darkness should be another 
hit for Eidos who is proving that there js more£o 
them then just a pretty face-arid big boobs. Since 
we’ve covered fynja in pur pages more than a few 
times, the next time you see it here will be the-final 
; review.irt our Exrated section — it’s a safe beHrhat”' 
; -iffie the first in line when it finally comes in. 






























of the amazing bonus levels — where Spyro is able to fly. 
The game’s characters also begin to come to life in this 
build, with Spyro’s voice partially implemented (if you 
missed our June cover feature, Spyro’s voice is sup¬ 
plied by the guy who does the “Yo quiero Thco Bell" com¬ 
mercials), as well as some of the Crystal Dragons and 
enemies. We’ve also begun to play around with some of 


Last year we thougm that there would be no way that 
Naughty Dog could lull off another Crash sequel that 
looked and played bitter than the last. As what’s typi- 


wrong. Crash Bandicoot 3: Warped takes a lot of the 
tried-and-true gameplay from the original two and adds 
and enhances it with a multitude of new moves, features 
and special effects. Besides the ability to play as Coco 
—TCrash’s baby sister — and the ability to double jump, 
super body slam aifd temporarily hover by spinning 
Crash furiously around in the air, there will be a few 
amazing surprises. The biggest (and still yet to be shown) 


























































Introducing Mortal fombat 4 with newly forged weapons that will 






While road-rallying is a huge motor sport in Europe, the 
US following remains limited. This hasn’t stopped a num¬ 
ber of companies from releasing rally titles here, how¬ 
ever (who can forget the ill-fated Need for Speed: V-Bally). 
THQ is now getting in on the action with their latest 

game seems cool if you’re a fan of games like Sony’s 
Hally Cross or Sega Hally. Dual Shock Analog support 
means that not only will you be able to take those turns 
like a pro, but you’ll be able to feel ’em. The game is 
displayed in the PlayStation’s high-resolution mode, which 
shows off some stunning graphics. There's Pro and Arcade 
Modes, which you can race with one of the nine differ- 


gteced many a gaming platform (from the NES and 
Super Eamicom to file PC Engine and MegaDrive). G- 
Darius has been giif n the requisite 3D upgrade, which 
means th$t all the ships and enemies have that high- 
tech, shaip polygoitlook to them, while retaining the 
essence of the arigin|l shooters. Things that set G-Darius 
apart from your normal wave-after-endless-wave-of- 


i and put 


od puzzle game to round out their PlayStation library and, if you 
of the few recent releases (IQ, Super Puzzle lighter, Tecmo Stackers) 
i all, then THQ’s Devil Dice is just what the doctor ordered. This 
—i addictive, 3D multiplayer game pits players against the clock 
■ or a few friends (up to four can play simultaneously) in a fast 
3 and furious game of matching up like-numbers of dice. This 
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IliAPPByjgL 99 

with polygon player animation and a host of new fea¬ 
tures. A first-playable of the game arrived at our doors 

to log just a bit of hands-on time for this preview. Madden 
NFL 99 is touting a one-button interface that “...allows 
novice users to quickly develop the skill and strategy 
needed to play the game and further expand the inter¬ 
active football category through mass market appeal” 
(from EA Sports’ press release). Uh, O.K.... the best-sell¬ 
ing sports game series of all-time feels they are lack¬ 
ing mass market appeal? Go figure. Anyway, besides the 
cruise control mode, the game offers over 100 NFL teams, 
past and present, a Franchise Mode that allows for mul¬ 
tiple season play, high-resolution stadiums and back¬ 
ground graphics and more Madden voice than ever before. 
Our initial reaction? The game looks great but we’ll wait 
until the final version to comment on gameplay. Look for 
Dave’s review in the September issue. 


THUMPER FORCE V 


































































—TERMS AND CONDITIONS- 

• You must be at least 18 years old to view or play 
this game. 

• You must not find images of adults engaged in 
violent acts to be offensive or objectionable. 

• You must understand and take full responsibility 
for all decisions made in regards to this ad if 
you breach these terms and conditions. 
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TURBO PROP RACK 1 
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EX RAT ED 


of blasting a shot 
pretty realistic. Hi 
no comparison. 
The gameplay 


ling just stopped and the ball 
rolled right into the goalie 1 s 
hands. AAARRRGGGHHH! 





















































































EXHIBITION MODE 


MODE SELECT 


comput 
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ik of analog support. Wor 
r e been that hard to imp 
illy considering the fact tt 


l Theft Auto: 


oying problem has 


Playstatt 
they are i 


oly Grand 


i should keep most players 
aave a PC though, you real 
is on the Playstation ver 
it up for the computer. Once 




















































jme; a horribly slow frame rate that affects 
rntrol arid gameplay, last-generation teoh- 
ology arid absolutely no gameplay or graph- 


; reaction upon opening 
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SOUKAIGI 


A mixture of RPG and action, 
Squaresoft’s Soukaigi is just what the 
doctor ordered. Imagine playing Soul 
Blade as a 3D action game, but take 
hordes of strange creatures, tough psy¬ 
chic bosses and hidden treasures and 
toss them ail into the mix. 

Soukaigi is played from a third person 
view, with the camera following behind 
and slightly above your character. The 
main object is to run around and hack 
things — anything, from monsters to 
trees to lightposts to trucks — as you 
move from level to level. As you run 
through the levels, you’11 find huge 
^ floating gems (some of which are 
quite tricky to reach). Destroying 
E M, the gems increases your power, 
mmf' making your weapon do more 
k-ir damage and changing the aspect 


the level to 


mrmmmr ferent objectives for each 

H jM-.t stage. Between levels. 

V' 'H 1 1 you're awarded points 

1 n* , 1 pump up your char- 

V acters' stats, making 

j them stronger or 

S* ;£i * llBy tf/bA. 1 ' > of the few new 3D action 

Japan lately that actually 
doesn’t support the Dual 
Shock, which would have 

ET . 1 

- — 






































r the action side than the 

thoughtful RPG side; 
don’t expect lots of puzzles or 
personal interaction. The story 
unfolds through grainy FMV 
sequences (reminiscent of 
l Bushido Blade and a hit of a dis- 
I appointment after some of 
I Square’s more recent releases), 
I a mixture of prerendered video 
I and the in-game engine. Typical 
' Japanese themes run through¬ 
out the game: psychic powers, 

, fighters saving the world. 
► Because of the length of the 
game and the wealth of video 


At press time, Square says 
that they have no plans to 
release Soukaigi here in the 
US, which would he a real shame. 
This is a great mixture of sever- 
al different genres — fighting / 
action / adventure / RPG — and flHB 
makes a great break from the jT , 
usual. Even though the plot and HtwJjJ 
storyline completely 
escaped us (we really 
could use a Japanese 
speaking editor), the , ' 
game was action Jr Je&f 
packed and easy^“ . 

CHRIS Ww' 






































y at /s/\\\ 

m 


The PSExtreme Historical Ranking Chart 

E XCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.retromags.com 


Thank you! 


>fif is made 


from these scans, nor do we offer anything 
from the publishers themselves. 


'oss anyone selling releases from 
not support them and do let us know. 





